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Preface

Every chess player has strong as
well as weak points. Whether it’s
tactics or strategy, attack or defence,
opening, middlegame or endgame,
the ambitious player should strive
for real mastery in all areas. When
looking through my own games I
realized that often there was a lack
of continuity between middlegame
and endgame. An advantage gar-
nered in the earlier stage of the
game was squandered later on. An
equal position turned into a lost
endgame. Therefore, roughly two
years ago, I decided to apply myself
more seriously to that part of the
game.

Apart from studying known litera-
ture this meant analysing a multi-
tude of endgames, both from my
own and from other players’ games.
This work led to the present book. I
present 45 endgames of varying dif-
ficulty which are arranged as exer-
cises. You are requested, for
example, to find the correct move,
to formulate a plan or to compare
different alternatives. Often you will
only read the instruction “Analyse
the game”. Then you are invited to
play throygh the game without com-
ments and formulate your own
thoughts: Where are the turning
points? Could the loser have

defended in a better way? Is the po-
sition really a draw? Answering
these and similar questions helps
you to develop a better understand-
ing of the endgame. I spent many
days on the analysis of the more
complex examples, probably you
yourself won’t want to expend that
much time. Nevertheless I recom-
mend pondering on the games for a
short while at least. It’s important
that you assess every single move
without prejudice. Often it’s the ob-
vious moves that have to be ques-
tioned. Certainly you won’t agree
with many variations and comments
of mine, some things you may even
consider to be trivial. But in view of
the detailed annotations you should
at least learn something new.

The endgames are placed roughly
in order of material balance. We be-
gin with pawns, go over to minor
pieces, rooks and finally queens.
Within the analysis you frequently
find transitions to other material
constellations. For studying a spe-
cific type of position you might use
the index at the end of the book.

The examples 1 to 3 show that
pawn endings are no trivial matter,
even in grandmaster play. Adams-
Lutz is quite remarkable. In almost
any endgame there might arise a
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transition to a pawn ending, there-
fore a firm knowledge in this field is
indispensable.

Endgames 4 to 16 deal with minor
pieces. There is a focus on the fight
of “knight against bishop”.

Games 17 to 19 are rook endings.
On account of the many existing
books on this topic I have contented
myself with these examples.

Of enormous importance for the
practical player are endgames 20 to
39. You will encounter the material
combination of rook and minor
piece very often in your games,
even more often than pure rook end-
ing. In February 1998 I held a
5-day-training lesson on that topic.
This lesson was attended by the
young players Holger Ellers, Holger
Grund, Florian Handke, Arnd
Lauber, Alexander Naumann, Mik-
haljo Prusikhin and Christian Wil-
helmi. Their playing strength at the
time averaged that of an Interna-
tional Master. The training involved
playing out given endgame posi-
tions, some of the results are pre-
sented here.

As there are very few known gen-
eralizations about endings with rook
and minor piece, I have tried to for-
mulate some:

The combination of rook and
knight leads to a highly tactical bat-
tle. Concrete variations take prece-
dence over general conclusions,
look at the highly tactical encounter
Lutz-Hiibner. In  Kramnik-Lutz
Black’s play is rather passive, there-
fore tactical possibilities remain un-
derneath the surface.

With rooks and same-coloured
bishops “traditional” values like a

space advantage or the ‘“better
bishop” (in respect to the pawn
structure) are important. But watch
out! An active “bad” bishop usually
isn’t worse than a passive “good”
bishop. Besides, a “bad” bishop can
protect his own pawns.

Endgames with rooks and
opposite-coloured bishops are char-
acterized by strategical features. As
the bishops don’t interfere with each
other, their co-operation with both
their own and enemy pawns is im-
portant. The stronger side may use
its own pawns to restrict the oppo-
nent’s bishop. For the defender it’s
desirable to create a stronghold for
the bishop in such a way that it can
defend both wings. Compare the
set-up b&g3 + Ah4 (Nunn-Sadler)
and b&b3 + Aa4 (Kramnik-
Kasparov). Furthermore you should
watch out that in the event of an
exchange of rooks a drawish
opposite-coloured bishop ending
might arise.

There’s an old rule that rook and
bishop form a better team than rook
and knight. But this isn’t necessarily
the case if all pawns are on one side
or if the bishop’s side suffers from
weak pawns. Endgames 37 and 38
demonstrate the bishop’s superiority
while in endgames 36 and 39 the
knight is stronger.

Endgames 40 and 41 show one
side being the exchange up. In par-
ticular, the analysis of Lutz-Karpov
greatly  improved my  chess
understanding.

A sort of “everyday endgame” is
game 42: Seemingly there isn’t
much going on, but little tactical
ploys keep the game alive.



In endgames 43 and 44 we en-
counter queens. Lutz-Rogers is es-
pecially remarkable as it actually

contains two further endgames (a

pure queen ending and an endgame
of knight against pawns).

The bizarre example 45 concludes
the games.

Though I still don’t consider my-
self to be an endgame expert I learnt
a lot through analysing. Hopefully
the reader will enjoy the same
experience.

Before we go on to the games [
would like to thank all the people
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who supported me during the writ-
ing of this book, in particular: for-
mer Batsford managers Graham
Burgess and David Cummings for
accompanying me part of the way;
present General Manager Nigel
Davies for accepting postponed
deadlines; Dr Robert Hiibner for
making available several literary
references; Stefan Kindermann for
giving me the idea to include exer-
cises and Anke Koglin for proof
reading and emotional support.

Christopher Lutz
Cologne, December 1998
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Symbols used in this book

+ check
# mate
X captures

" a brilliant move
! a good move

1? an interesting move
N a dubious move

? a bad move

7?7 a blunder

1-0 White wins

0-1 Black wins

V2= draw

[6.2] see diagram 6.2



The Endgames

Endgame 1
H.Stefansson-C.Lutz
Manila Olympiad 1992
Unpublished.

%/ 4/

Diagram 1.1
White to move

Obviously, Black’s position is
quite hopeless, but the game takes
some unexpected turns. 50 £d4+
Sg8 51 £xc3 Hd5 52 Lxbd? A
blunder, 52 £.d4 with the idea
&e2-f3, Hc6-h6-hS wins easily.
52...20e3+ Now the rook is gone.
However, things aren’t over yet as
the knight is trapped. 53 &e2 &xc2
54 £c¢5 f4 The only move, e.g.

54..al 55 &d3 &b3 56 Lb6
&cl+ 57 &©d2 Da2 58 La5 and
Dc2-b2xa2. 55 2d2 He3 56 Lxe3
fxe3+ 57 xe3 &7 [1.2]

///
_
///
/

/@/a
/%//
/%
//// %&
/&%

.

%/
_

Diagram 1.2
White to move

Analyse the following moves.

58 &f4 Hf6 59 g4 g6 60 hd
216 61 g5+ Lg6 62 Lgd h6 63 h5+
g7 64 g6 Lg8 14-14

Commentary
After his blunder on move 52 Ste-

fansson’s concentration faded, but
the pawn ending in position 1.2 is
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still winning. White has to know the
right plan: When Black’s h-pawn is
still on h7, White’s king must go to
h6 before the pawns can be pushed.
White has to reach the position
w&h6 + Ag5 + AhS v bdg8 + Ah7
with Black to move, then he wins
after 1..&h8 2 g6 &g8 3 g7 or
2..hxg6 3 hxg6 g8 4 g7. With
White to move this position is only
drawn.

58 M4 >f6

58..%&g6 59 &g4 leads to analo-
gous lines.

59 g4?

Throwing away the win.

I) 59 g37 is wrong as well. White
needs the tempo of the g-pawn, e.g.
59..2&g6 (59..h6 intending 60 h4
h5 or 60 g4 &g6 61 hd 16 62 ed
De6 63 hS 2f6 64 Lfd Deb6 also
‘leads to a draw, but not 59...h5? 60
h4) 60 &e5 g7 61 &f5 &f7 62
g5 g7 63 Lh5 27! (not imme-
diately 63...&g8 64 ©h6 and White
wins) 64 ©h6 &g8. It turns out that
White to move can’t win: 65 h4
Lh8 66 h5 g8 67 g4 Lh8 68 g5
&g8 and we have reached the draw-
ing position mentioned above.

IT) 59 h4! is the correct move. The
g-pawn mustn’t be pushed unless it
is clear whether g2-g3 or g2-g4 is
the right choice. 59..&g6 (59...h5
60 g3 loses on the spot. After 59...
De6 60 g5 f7 61 ©h6 g8 62

h5 &h8 the winning move is 63 g4!,-

while after 59..f7 60 g5 g7
61 h5 217 62 &h6 ‘%’gS White wins
by 63 g3!. 59..h6 62 g4 e6 63
Ded 2f6 64 2d5 leads to the main
line) 60 &g4! [13]

Diagram 1.3
Black to move

(60 De5? ©h5 61 g3 g6 62 g4
g7 63 Sf5S ©f7 with a draw, cf.
line I) 60..h6 (60...&h6 61 h5 &g7
62 ©g5 or 60..2f6 61 LhS lead to
already known positions) 61 &f4
h5 (61..016 62 g4) 62 g3 Dgb 63
De5 (as Black’s pawn is on h6,
White wins by a detour) 63...2g7
(63..8h5 64 ©f6 Lgd 65 g6
&xg3 66 h5 or 63..f7 64 LfS
g7 65 g4 Df7 66 h5) 64 Bf5 Lf7
65 g4 g7 66 Le6 g6 67 eT hS
(67..2g7 68 hS) 68 g5 Lg7 69
&d6 (the king has to execute a tri-
angular manoeuvre as 69 ¥e6 g6
70 Les5 f7 71 df5 DT 72 g6?
&h6 73 &f6 is only stalemate)
69...&f7 70 &d7 g7 71 Le7 Hgb
72 &e6 (or 72 f8) 72..g7 T3
DfS 7 74 go+ g7 75 Lg5 with
a win.

59 . g6

60 h4 >f6

Now the white king doesn’t even
get to h6. After 61 ©e4 Black sim-
ply replies 61...&e6.

61 g5+ Hg6

62 bgd h6



62.. g7 63 HhS Lg8! 64 Eh6
&h8 is possible as well, but the text
is much more simple.

63  h5+ &g7

64 g6 g8

After e.g. 65 &fS g7 66 Lebd
8 67 &6 Bg8 68 g7 Hh7 69
&f7 White can only reach a
stalemate.

Endgame 2
M.Degraeve-C.Hansen
German league 1998
Unpublished.

Diagram 2.1
Black to move

White just played 38 d4+. How
should Black react?

Commentary

As 38..e4 39 hS isn’t feasible,
Black has to put his king on either
d6, e6 or f6. White threatens to put
his king on f4 to exchange his h-
pawn against Black’s kingside.
Therefore Black must strive to mo-
bilize his queenside majority. For
that purpose, he needs the move
...c6-c5.

8 . Le6!
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The right choice. The other two
possibilities lose:

I) 38...&f6? (game) squanders an
important tempo: 39 &fl ¢S5
(39...%e6 is already to late since af-
ter 40 @e2 c5 41 ad! the white king
reaches the square of the Aa5 and
41...cxd4 42 cxd4 &d6 43 hS Leb
44 &e3 loses without a chance) 40
c4! [2.2]

/

3
//%
-

7

| e
K(/x/

o5 %/

/ /

Diagram 2.2
Black to move

The decisive breakthrough. Black
can’t stop both passed pawns:
40...cxd4 (40...dxc4 41 dxc5 bxcS
42 &e2) 41 cxd5 bS 42 Le2 b4
(42...24 43 ©d3 b4 44 &xd4) 43 ad
(43 axbd? ad) 43..De5 44 hS Led
45 d6 b3 46 &©d2 1-0. 46...d3 is an-
swered by 47 &c3.

II) 38...2d6 is mistaken due to 39
A1 ¢5 40 h5 Le6 41 c4 etc.

39 @M1

39 &g2!? is tricky. After 39...c5
40 a4 cxd4 41 cxd4 Schwarz
shouldn’t go for 41...b5?7 42 axb5 a4
43 b6 £d6 44 h5 as he will end up
in a lost queen ending. Instead, he
could play 41..e7. Only after
White plays &fl will he reply
...b6-bS.
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39 . c5

40  a4!?

Alternatives aren’t dangerous ei-
ther, e.g.:

1) 40 &e2 cxd4 41 cxd4 b5. The
white king has to watch the pawns
a5 and bS.

II) 40 dxc5 bxc5 41 a4 216 42
Le2 g6 43 Le3 Bf6 44 £3 gxf3
45 xf3 g6 46 &f4 d4 47 cxdd
cxd4 48 &f3 LhS 49 e f4.

III) 40 c4 cxd4 41 cxd5+ &xd5
42 hS Les.

40 .. cxd4

41  cxdd b5 [2.3]

»
%

_
//
.

_
.

/’/

/
/A/ % Yy
/// /

N
.
| ///,

Diagram 2.3
White to move

The white king is just outside the
square of the a-pawn, therefore 42
axb5? a4 43 b6 £d6 even loses. Af-
ter 42 &e2 b4 the game will be
drawn as neither side can make
progress.

Endgame 3
M.Adams-C.Lutz
Wijk aan Zee 1995
Earlier publications: Informant
62/endgame 3; SCHACH 3/95.

_
//,
/%/%

/ /

_
Ty

////,////

“
=2y 3
A
3 Jay
-

Diagram 3.1
Black to move

This innocent-looking position is
the most complicated pawn ending I
have ever encountered in tourna-
ment play. It occurred in a
30-minute rapid game and both
players were left with only a few
minutes to finish the game. This ex-
plains the abrupt end: 30...a4 31 h5
b4! and White resigned. His king
can’t stop the passed pawns on the
a- and e-file, e.g. 32 &d3 bxa3 33
&c3 ed.

Analyse the pawn ending and try
to answer the following questions:

1. Can White’s position be saved
after 30...a4 ?

2. How do you assess alternatives
to 30...a4 ?

Commentary

During analysis you will certainly
get lost in a jungle of variations.



Hopefully I managed to find a clear
answer to both questions.

First I look at 30...a4.

I) 30..a4 31 bxa4 (The break-
through ...b5-b4 is threatened, there-
fore 31 £d3? b4! isn’t playable. 31
c4+? bxc4 32 bxa4 LcS loses, as
does 31 b4 &c4 32 £d2 e4 33 fxed
fxe4 34 Le3 L¢3 35 Lxe5S Lxc2
36 &d5 ©b3) 31...bxad. Now Black
simply intends to gobble up the
pawns with ..&c4-c3xc2-b2xa3.
Thus White must act quickly.

A) 32 ©d3? h5 33 c4+ (Alterna-
tives aren’t better: 33 &e3 &c4 34
2d2 £d4 35 c3+ Dcd 36 Lc2 ed
37 fxed fxed, 33 Dc3 e4 34 fxed+
fxed 35 &d2 &d4, 33 g3 gb)
33..%c5 34 &c3 ed 35 fxed fxed
and Black wins.

B) 32 h5 (White gains space on
the kingside and prevents the
cramping ...h7-h5, but Black’s king
can penetrate) 32..&c4 33 g4 g6!
(Black supports the pawn duo e5/f5,
and doesn’t cede any space.
33..fxg4? 34 fxgd &c3 35 Led
xc2 36 LxeS5 leads to a draw only,
see line C) 34 hxg6 hxg6 35 gxf5
gxf5 [3.2]

/%//
v ¢

/@%

7/7/

%/

/&%/ %/

Diagram 3.2
White to move
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White has reduced the number of
pawns, but the black king gets to c3,
e. g. 36 2d2 (36 Le2 L¢3, 36 f4 e4
37 &d2 &d4 38 Le2 c3 39 2dl
€3) 36...&d4 with a further branch:

B1) 37 &d1 2e3 38 c4 &d4

B2) 37 ¢3+ &4 38 &2 f4 39
&d2 &b3 40 ©d3 (40 c4 Lxcd 41
L2 ©d4 42 2d2 e4 43 fxed Sxed
44 He2 &d4 and Black wins)
40..bxa3 41 &2 (41 c4 Sba)
41...e4 42 fxed f3 43 &d2 &b3 44
e5 2 45 He2 f1=W+ 46 Sxfl a3,
and the a-pawn queens with check.

B3) 37 &e2 ®c3 38 &dl b2
(both sides can promote their
pawns, but Black can immediately
swap the queens off) 39 ¢4 &xa3 40
c5 ©b3 41 c6 (41 el a3 42 &bl
ed) 41..a3 42 c7 a2 43 c8=W
al=W+ 44 &e2 Wb2+ 45 el (or
45 He3 Wdd+ 46 Le2 Wcd+ 47
Wxcd+ Sxcd 48 De3 Lc3 49 He2
f4) 45.. Wc3+ 46 Wxc3+ Sxc3 47
He2 ©d4 48 &d2 f4, and the Af3
drops off.

C) 32 g4! is the only hope. Black
has four moves now, neither of
which leads to a win, however.

C1) 32...fxg4 33 fxg4 and now :

Cla) 33..&c4 34 Led! (34 &d2?
e4 is hopeless) 34..&c3 35 &xeS5
Dxc2 (35...&b2 36 c4) 36 De6 b3
37 &f7

Clal) 37..g6 38 g7 is a simple
draw: 38..%xa3 39 &xh7 &b4 40
h5 g5 (or 40...gxh5 41 gxh5 a3 42
h6 a2 43 &g8 al=W 44 h7) 41 h6
a3 42 g8 a2 43 h7 al=¥ 44
h8=¥.

Cla2) 37..%xa3 is more spec-
tacular: 38 &xg7 &b4 39 &xh7 a3
40 g5 a2 41 g6 a1=¥ [3.3]
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Diagram 3.3
White to move

The endgame composer Grigoriev
analysed similar positions back in
1940. White draws as the black king
is too far away: 42 g7 (42 h5!? is
possible as  well) 42. . Wbl+
(42..Wa7 43 h5) 43 ©h8 Wb2 44
h5. Black can’t make any progress,
e.g. 44.Wf6 45 &h7 W7 46 h6
&c5 47 &h8 W6 48 &h7 with a
draw.

Clb) 33...e4 [3.4]

//

//
A
s
/////%
%/a/

Diagram 3.4
White to move

Hoping for zugzwang. White has
eight legal moves, but only one of
them guarantees the draw:

C1b1) 34 &d2? £d4 just loses.

C1b2) 34 ¢3? &c4 is also losing,
as White is a tempo down compared
to line Cla. The route
...&c4xc3-b3xa3 is a move shorter
than ...&c4-c3xc2-b3xa3. The white
king has to take the same way to the
kingside, it doesn’t matter whether
the e-pawn is on e5 or e4, Have a
look: 35 &xed xc3 36 Le5 &b3
37 &e6 Hxa3 38 f7 Hb3 39
&xg7 a3 40 ©xh7 a2 41 g5 al=W
42 g6 Whl 43 g7 Wxh4+ with a
won position.

C1b3) 34 g57 is another false try:
34...g6! 35 c3 ©cd 36 Lxed dxc3
37 Le5 &b3 38 &f6 Lxa3 39 Lg7
&ba 40 ©xh7 (40 hS5 gxh5 41 &xh7
h4) 40...a3 41 h5 (41 Hxg6 a2 42
hS al=W 43 &h7 We5) 41...a2 42
hxg6 al=W 43 g7 [3.5]

>

//%/%/%§

%///ﬁ/
/
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Z
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%

Diagram 3.5
Black to move



Black wins as was shown by
Bekey in 1906: 43.. Whl+ 44 g6
Wds 45 &h7 W7 46 g6 We7 47
&h8 Wha+ 48 g8 Wg5 49 &f7
Wf5+ and Black wins the Ag6.

Clb4) 34 h5! is the only correct
move. 34..h6 (34..2c4? 35 Hxed
©c3 36 &d5 Exc2 37 L4 even
loses) 35 ¢3 (now this is possible as
the white king has access to the
squares f5 and g6) 35..&cd4 36
Sxed Hxc3 37 2f5 b3 38 Lgb
©xa3 39 &xg7 ©bd 40 Lxh6 a3 41
g5 a2 42 g6 al=W 43 g7 and draw.

Clc) 33...h6 34 hS5 is drawn.

C1d) 33...g6 34 &d3 (34 g5? e4
loses, but 34 hS is drawn as well)
34...e4+ (34..h5 35 g5, 34..h6 35
g5 h5 36 c3, 34..&c5 35 ed) 35
Le3 D4 36 Sxed Sc3 37 Les and
the white king pounces upon the en-
emy pawns.

C2) 32...f4+ only weakens e4, e.
g. 33 ©d3 &c5 34 Hed Hcd 35
Sxe5 &c3 36 Sxf4 Sxc2 37 Lel3
©b3 38 ©d3 &xa3 39 &c3 a2 40
&c¢2 with a draw.

C3) 32..%c4 (by sacrificing a
pawn the king breaks through) 33
gxf5 (33 &d2? fxgd 34 fxgd &d4
loses) 33...&c3 34 h5 (threatening
35 h6) 34...h6 35 f4 (35 Led leads
to the same position with an addi-
tional Af3. This doesn’t make a dif-
ference here) 35..exf4+ 36 &xf4
Sxc2 37 Le5 b3 38 Le6 Lxal
39 &f7 &b3 40 &xg7 a3 41 16 a2
42 £7 al=W+ 43 g8 [3.6]

This position is worth remember-
ing, Without the pair of pawns
h5/h6 the game is drawn immedi-
ately, as the black king is too far
away.

Endgame Secrets 15
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Diagram 3.6
Black to move

Relatively best is 43..Wgl+ 44
&h7 W5 45 g7 Wxhs 46 f3=W
WoS5+ 47 $h7 hS, but after 48 W3+
White draws by permanently check-
ing his opponent.

C4) 32...g6 [3.7]

_ %

> /

//

_ /""/ & %
W, %

o

,,,,,, 4 / 2

1S
%%%%

Diagram 3.7
White to move

. 1is tricky. Now again Black
threatens ...2c4.
C4a) 33 gxf5? (Originally I con-
sidered this continuation as drawn,
but IM Giinther Beikert corrected a

‘mistake in my earlier analysis)

33..gxf5 34 &d3 (34 h5 &c4 35
&d2 h6 is completely hopeless)
34..h5 [3.8]
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Diagram 3.8
White to move

35 ¢3 (the only move as 35 &e3
cd, 35 D3 e4 36 fxed dxed 37
&d2 £d4 or 35 c4+ ¢S5 36 3 ed
37 f4 €3 38 ©d3 €3 loses)

Cdal) 35..&c5? (leads to draw)
36 c4. We reach the position from
the previous remark, but with Black
to move. The point is that after
36...e4+ 37 fxed fxed+ 38 Lxed
xcd 39 Le3 &b3 40 ©d3 Hxa3
41 c3 a2 42 Dc2 a3 43 el
&b3 44 &b1 [3.9]

/%%%% /
/

/
7 / ///,

/

/
W@/ _

%

Diagram 3.9
Black to move

. we arrive at a theoretically
drawn position. Black can capture
the Ah4, but then the white king will
be in time to take the Aa3 and hurry
to f1. This type of position “28& v 14
with a pair of blocked edge pawns”
was explored by W.Bdhr in the
1930s. A knowledge of these posi-
tions is of an enormous practical
relevance. Strangely, it is important
for the attacker (i.e. the side with
the extra pawn) to have his passed
pawn quite far back and rather close
to the edge pawns. The edge pawn
has to be far advanced. For exam-
ple, the position w&d3 + Ahd4 v
b&d5 + Ac5 + AhS is winning for
Black with either side to move, pro-
vided he plays 1..&e5 2 &cd &f4
etc. and doesn’t spoil it with
1...c4+? 2 &c3. However, in a posi-
tion wc3 + &h4 v bde5 + AbS +
&AhS Black can’t win. As advice to
the reader, I recommend a thorough
analysis of these positions.

Let us return to the game. Instead
of 36...e4+ Black can also try some
tempo manoeuvre, but against care-
ful defence this is to no avail, e.g.
36...c6 37 ©c3 £d6 38 d2! (or
38 &c2!, but not 38 £d3? &cs)
&5 39 £d3.

C4a2) 35...e4+ 36 fxed+ fxed+ 37
De3 dcd 38 Lxed Txc3 39 el is
another drawn position of the Bahr
type.

C4a3) 35...f4 36 c4+ Lc5 37 &c3
leads nowhere, as does

C4ad) 35...e6 36 c4.

But there are two more moves
with the king which might cause
White some problems:



C4a5) 35...%d6 36 &c4 (The only
move. After 36 c4 @c5 Black
reaches the position he would like
to. The same applies to 36 Le3 L5
37 &d3 d5 38 cd+ Bc5) 36...2ch
(36..2e6 37 &c5 4 38 Bed) 37
@b4 (37 &d3? &d5) 37..%d5
(37..e4 38 fxed fxe4 39 &cd or
37..f4 38 &c4 &d6 39 &d3 don’t
yield anything) 38 c4+ c6
(38..&d4 39 c5) 39 ®c3 &5 40
&d3 with a draw.

C4a6) 35..%c6! (this move of
Beikert leads to a win) 36 &c4 (36
c4 &c5 or 36 Le3 Dc5 lose imme-
diately) 36...2d6 37 &b4 (37 &b5
e4 38 fxed fxed 39 Lc4 Le5 and 37
&d3 &d5 lose) 37..e4 (37..&d5?
38 c4+ Dc6 39 L¢3 is drawn) 38
fxed fxe4 39 c4 (39 4 Hes)
39...&c6 (39...e3? 40 Lc3 5 41
£d3) 40 c5 (40 ©c3 &c5) 40...e3
41 &c3 Dxc5 42 2d3 2d5 43
Bxe3 Les!! [3.10]
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Diagram 3.10
White to move
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This move is the climax of Beik-
ert’s idea. Going for the a-pawn
leads to only a draw after 43...c4?
44 Le4 b3 45 2d3 Lxa3 46 Hc3.
Instead, the h-pawn is now the tar-
get of Black’s king: 44 &f3 &f5 45
Le3 g4 46 Ded ©xh4 47 Sf4 (47
Sf3 g5 48 g3 &f5) 47...%h3 48
&f3 hd 49 2f2 Sgd 50 g2 &f4
(Black has reached a won Béhr po-
sition as the Aa4 has already crossed
the middle of the board) 51 &h3
Le3 52 Lxhd 2d2 53 Lg3 Hc2 54
22 b2 55 el Dxa3 56 2dl
&b2 and the a-pawn queens.

Back to diagram 3.7. In the light
of the previous variations it be-
comes clear why

C4b) 33 &d3! (Beikert) leads to a
draw:

C4b1) 33...fxg4 34 fxg4 and

C4b2) 33...e4+ 34 fxed+ fxed+ 35
&e3 lead to drawn positions we al-
ready looked at.

C4b3) 33..%c5 34 gxf5 gxf5 35
h5 (35 c4? h5 or 35 ¢3? h6 36 hS
&d5 lose) 35...h6 (35...2d5 36 c4+
&c5 37 h6) 36 c4 with a draw.

C4b4) 33...h6 34 gxf5 gxf5 35 h5
Dc6 (35..2c5 36 c4) 36 Lcd 2d6
37 &b4 ed (37..%d5 38 c4+) 38
fxed fxed 39 &c3 and d2. Black
can reach a Bihr type position
which is drawn only.

C4b5) 33..h5 34 c4+ (now the
point of 33 £d3! 'shows) 34..&c5
(34...2c6 35 gxf5 gxf5 36 Lc3 is a
draw, see above) 35 g5! [3.11]
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Diagram 3.11
Black to move

Thanks to this possibility (which
White lacks after 33 gxf57?) the bur-
den to move is on Black now.
35...e4+? leads after 36 fxe4 fxed+
37 ©xed Dxc4 38 De5 b3 39 2f6
xa3 40 Sxg6 Lb4 41 Sxh5 a3 42
g6 a2 43 g7 al=¥W 44 g8=W to a
\queen ending with a white extra
pawn (which is however drawn ac-
cording to Ken Thompson’s end-
game database). Thus we answered
the first question: 30...a4 is only a
draw. To answer the second ques-
tion I analyse the moves 30...b4,
30...e4 and 30...h5.

II) 30...b4 [3.12]
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Diagram 3.12
White to move

.. doesn’t win either. Black re-
strains the Ac2 and intends to push
his e-pawn. 31 a4? e4 is now hope-
less for White, therefore only two
possibilities remain.

A) 31 axb4 axb4 32 c4+ (32 2d3
e4+ or 32 ©d2 £d4 lose, but 32 ¢3
is playable as well) 32...bxc3 33
&d3. If White could succeeds in
playing 34 ©xc3, his distant passed
pawn will give Black trouble, there-
fore: 33...c2! 34 &xc2 &d4 [3.13]
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Diagram 3.13
White to move

The black king is invading the
white camp. Black threatens ...&e3,
..e5-e4, .. &f2, ..ed-e3-e2- —el=W
with transition to a favourable
queen ending:

A1) 35 b4? &c4 and

A2) 35 ©b2? e4 36 fxed fxed 37
b4 (37 &c2 Le3) 37..Hc4d are
unedifying.

A3) 35 g4? (weakens the Af3)
35...g6! (35...fxg4 36 fxg4 Le3 37
b4 212 38 b5 e4 39 b6 €3 40 b7 €2
41 b8=W e1=W 42 W3+ Hg2 43
Wxg7 Wxh4 44 g5 is dead drawn.
35..%e3 36 gxf5 &xf3 37 &d2 &f2
38 &d3 &f3 39 &d2 leads to a
repetition of moves) 36 &d2 (36 g5
Le3 37 b4 &d4 38 b3 f4 or 36



gxf5 gxf5 37 ©d2 hS isn’t desirable.
36 h5 &e3 37 hxg6 hxg6 38 gxf5
gxf5 39 b4 &f3 40 bS5 e4 41 b6 €3
42 b7 €2 43 b8=W e1=¥ is a win
for Black according to the database)
36...h5 37 g5 4 38 &c2 Le3 leads
to queen ending which is lost for
White.

A4) 35 ©d2?! (not the most accu-
rate) 35...h5 36 c2 (36 g3? g6 37
c2 Le3 38 b4 Hxf3 is lost)
36...%e3 37 b4 e4 38 fxed fxed 39
b5 &f2 40 b6 €3 41 b7 e2 42 bs=W
el=W 43 Wfs+ dxg2 44 Wxg7+
©h3. Black captures the h-pawn,
though the position is still a draw.

AS5) 35 h5! (in anticipation of the
queen ending White pushes his
h-pawn)

AS5a) 35..2e3 36 b4 e4 (36...&d4
37 £b3) 37 fxed fxed 38 b5 22 39
b6 €3 40 b7 €2 41 b8=W e1=W 42
Wg+ gl 43 Wxg7 We2+ 44 c3
Wxh5 45 g4 with a draw.

A5b) 35...g6 36 h6! (White blocks
the &Ah7. This move can follow after
35...g5, too. Drawish as well is 36
hxg6 hxg6 37 &d2 g5 38 g3 4 39
gxf4 gxf4 40 b4 &c4 41 b5 Lxb5
42 &d3 &c5 43 3 [3.14).
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Diagram 3.14
Black to move
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White has to take the opposition
as soon the Black king reaches c5 or
d5) 36...%e3 37 b4 22 38 b5 e4 39
fxed fxed4 40 b6 e3 41 b7 e2 42
b8=W e1=W 43 Wa7+ and White
takes on h7.

B) 31 c4+ bxc3 (31..%c5 32 ad)
32 &d3 c2 33 &xc2 &d4 is analo-
gous to line A. White simply plays
34 h5 Pe3 35 b4 axb4 36 axbd e4
37 fxe4 fxe4 38 b5 and so on.

Thus 30...b4 is a draw.

III) But 30...e4! Black
threatens ...b5-b4.

A) 31 fxed+ fxe4 [3.15]

wins.
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Diagram 3.15
White to move

.. loses in a straightforward way:
32 &d2 (32 ¢3 a4 33 bxa4 bxad 34
g4 c4 35 Sxed Dxc3, 32 b4 axb4
33 axb4 h5 or 32 h5 b4 lose as well)
32..2d4 33 3+ &d5 together with
...a5-a4 and penetration of the black
king.

B) 31 ¢3 h5 32 g3 g6 and ...
is similar.

C) 31 g4 is the most stubbom
answer.

Cl1) 31...fxg4 32 fxe4+ Le5 33 c4
a4 (33...bxc4 34 bxc4 g3? 35 c5

a5-a4
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even loses) 34 bxa4 bxc4 35 a5 and
White has no problems.

C2) 31...g6 32 gxf5 gxf5 33 fxed+
fxe4 34 c4+ bxcd 35 bxcd+ Lxcd
36 &xed b3 37 &d3 Lxa3 38
©c3 h5 39 &c4 is another drawn
position of the Bahr type.

C3) 31...exf3! wins:

C3a) 32 &xf3 fxgd+ 33 Sxgd bd
34 axb4 axb4 35 &f5 &dd 36 Leb
c3 37 ©f7 Sxc2 38 xg7 (38 hS
g5) 38..h5

C3b) 32 gxf5 32..LeS (32..b4?
33 axb4 axb4 34 Lxf3 Les5 35 Le3
&xf5 36 c4 with a draw) 33 &xf3
xf5 [3.16]
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Diagram 3.16
White to move

Black wins as his king is more ac-
tive. He intends the creation of a
passed pawn with...g7-g6, ...h7-h6,
...g6-g5. White has no defence:

C3b1) 34 b4 a4 35 e3 (35 h5 gb
36 h6 g5) 35...2e5 36 &d3 &d5 37
&e3 g6 and ...h7-h6, ...g6-g5.

C3b2) 34 c4 bxcd 35 bxcd Le5
36 e3 (36 g4 2d4 37 S5 Sxcd
38 De6 b3 39 Hf7 &xa3 40
&xg7 hS5) 36..g6 37 a4 h6 and

...g6-g5.

C3b3) 34 h5 g5 35 hxg6 hxg6, 35
h6 b4 or 35 c4 bxcd 36 bxcd h6,
with a win for Black in either case.

C3b4) 34 &e3 34..Fe5 35 &d3
&d5 (35...g67 36 c4 bxcd+ 37 Lxcd
is only drawn, but now Black wins
as he captures White’s a-pawn)

C3b41) 36 a4 bxad 37 bxad g6 38
e3 h6 39 &d3 (39 &f4 &d4)
39...2¢5 40 Led Sbd 41 DeS gs.

C3b42) 36 c4+ bxcd+ 37 bxcd+
&c5 38 a4 (38 hS a4 and ...g7-g5)
38...g6 39 ©c3 h6 40 &d3 g5 41 hS
g4 42 Ded dxc4 43 &fd4 Sba 44
Sxgd Lxad.

Thus Black wins after 30...e4!.

If you look at the lines above, you
will discover that White often gets
counterplay along the moves g2-g4
and h4-h5, while Black can prevent
these possibilities with ...h7-h5.
Therefore another move comes to
mind:

IV) 30..h5! [3.17]
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Diagram 3.17
White to move

Indeed, this move wins even more
simply than 30...e4. After 31 &d3
Black has the pleasant choice
between



A) 31..ed4+ 32 fxed+ fxed+ 33
&d2 &d4 (33...a47 34 bxad bxad 35
Le3 &4 36 dxed Lc3 37 &dS
&xc2 38 Lcd is erroneous) 34 c3+
&d5 and ...a5-a4 or

B) 31...a4, e. g. 32 bxa4 bxad 33
g3 g6 34 &c3 e4 35 fxed+ fxed 36
&d2 &d4.

Thus Black has two winning
moves, 30..e4 and 30..h5, while
30...b4 and the game continuation
30...a4 are only drawn. I hope the
reader has gained an impression of
the complexities of pawn endings.

Endgame 4
V.Hort-M.Bertok (Analysis)
Zagreb 1969
Earlier publication:
Winning Endgame Technique
(A.Beliavsky and A .Mikhalchishin).
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Diagram 4.1
White to move

This position originates from an
analysis of Beliavsky and Mikhal-
chishin. They give the line 56 gxf6+
&xf6 57 e5+ &g7 58 Lg5 Lc6 59
£b1 £e8 60 ¢6 [4.2],
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Diagram 4.2
Black to move

.. and comment: “Black is losing
the Ag6 along with the game be-
cause of zugzwang”. Do you agree ?

Commentary

The assessment is not correct. In
position 4.2 Black has a surprising
reply:

60 .. a17!

Now 61 exf7 &xf7 leads to a
theoretical draw. In comparison to
the well known wrong-bishop end-
game Black has an extra g-pawn.
However, White can’t exploit this
circumstance, e.g. 62 ©h6 &g8 63
£a2+ Lh8 64 £b3 g5 and White
has to take the pawn or to stalemate
his opponent. Other tries aren’t
crowned by success either, €. g.:

61 e7 £e8
62 £a2

Otherwise 62...f7.

62 £b5
63  fLeb fe8

56 e5 fxe5+ 57 Le5 £b5 is a
draw as well, therefore White can’t
win in position 4.1.
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Endgame 5
J.Hickl-C.Lutz
Nussloch 1996

Earlier publication:
Informant 66/ endgame 11.

Diagram 5.1
Black to move

Black was lucky to survive a diffi-
cult middlegame and now enjoys an
extra pawn. With 39...h5 Black ties
down the weakness g3. 40 @c2
How should Black continue ?

Commentary

Black must combine the attack
against the Ag3 and the advance of
the b-pawn. At a convenient mo-
ment he will go for an endgame “B
+ & v B”. Unfortunately I had too
little time left to put this idea into
effect correctly. ,

I) 40..£d6? was the game con-
tinuation, Oddly, Black can now no
longer win. 41 fel &f7 42 &d3
Deb6 43 Led b5 44 ©f3 (White is
prepared to exchange pawns with
g3-g4) 44..2f5 (After 44..2d5 45
g4 hxgd+ 46 ©xg4 the white king is
too close to the b-pawn, Black can’t

win anymore. On the other hand we
reach a theoretical draw after 44...b4
45 &xb4 L£xb4 46 Lg2, cf end-
game 4) 45 £a5 Le7 46 £c3 216
47 &b4 Le5 48 La5 b2 49 £b4
£f6 (Black manoeuvres to and fro,
but in the end his king has to go to
the b-pawn) 50 £a5 £d4 51 £b4
e5 52 g4 hxgd+ (52..h4 is to no
effect as Black can’t exchange the
bishops, e.g. 53 £a5 &d5 54 £b4
&c4 55 La5 L¢3 56 £xc3 dxc3
57 g5) 53 @xg4 [5.2]
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Diagram 5.2
Black to move

Now we have reached the afore-
mentioned endgame. According to
Ken Thompson’s endgame database
the position is a draw. 53..&d5 54
&f3 &cd 55 Le7 (55 £d2 is also
drawn) 55..2c5 (Black can push
away the white bishop, but for that
he needs time—time for the white
king to hurry over) 56 £h4 (56
£¢5?7 &d3 is a mistake as then nei-
ther bishop nor king of White can
stop the b-pawn. Now there is no
need to fear 56..2d3 57 Lel £d4
58 £b4) 56...b4 57 e2 b3 [5.3]



// n_ ..
/ ///

/
- o
//é//

/@//
/x//
%

Diagram 5.3
White to move

58 &d1 (There is still one obsta-
cle White has to negotiate: 58 &d2?
£e3+! 59 &d1 &d3 60 £16 £d4 is
winning for Black. Dehler and
Cheron analysed this position al-
ready in the 1920s) 58..£.e3 59
£16 ©d3 60 £b2 (The only move.
White has to counter ..&e3 with
£b2. However, if the black bishop
is not on e3 White must avoid the
square b2. Were it White’s turn to
move in the present position, he
would lose, e.g. 1 £f6 £d4 or 1
£a3 &c3 2 Le7 b2 3 f6+ a2
4 Qe5 8c55 216 £a3 6 Le5 £b2
7814 2168 £cl £g5)60..8f4 61
£16 £d2 62 g7 £14 63 &6 g5
64 £.g7 £e3 65 £b2 &cd 66 L6
b4 (66..82d4 65 Le7 is to no
avail) 67 £b2 &c5 68 £c1 &d4 69
£xe3+ &xe3 70 el &d3 71 &b2
Dcd 72 &bl Sc3 73 el b2+ 74
&bl &b3 and finally the game was
drawn.

II) If you take a closer look at the
position before Black’s 40th move
you will detect that the white bishop
has two tasks: he has to protect the
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&Ag3 and to control the square b4.
This aim he achieves from the
squares el and d6. After the “natu-
ral” 40..2d6? White can occupy
the safe square el. Thus better is
40..812! 41 £eS5 (the only move,
but now the black king can attack
the bishop) 41..&f7 42 &d3 e6.
White can react in two different
ways, but the result is the same:

A) 43 &4 b5 44 He2 Lc5 45
£.d2 (45 ©13 b4 46 g4 b3 47 Lcl
hxgd+ 48 &xgd &d5 49 &f3 &dd4)
45..0d5 46 Bf3 Dcd 47 g4 hxgd+
48 &xg4 &d3 (the white king is too
far away) 49 £a5 2d4 50 £b4 Scd
51 £e7 £¢5 52 £h4 b4 [5.4], and
the b-pawn marches through.
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Diagram 5.4
White to move

B) 43 ©e4 b5 44 £c7 (the square
d6 is denied) 44..b4 45 &d3 &f5
(while White captures the &Ab4
Black eliminates the £g3) 46 &c4
gt 47 dxbs Lxg3 48 £d8 Lhd!
(the only winning move) 49 £c7
£g5 50 &c3 hd 51 &c2 L4 [5.5],
and the h-pawn promotes.
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Diagram 5.5
White to move

III) But there is another winning
move viz. 40..&f7!. After 41 &d3
&f2! transposes to the variation
above, while after 41 &el Le6 42
&d3 &d5 [5.6] the white king has
to fall back due to zugzwang.
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Diagram 5.6
White to move

Endgame 6
C.Lutz-A.Zude (Analysis)
German championship 1996

Unpublished.
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Diagram 6.1
Black to move

Black dispensed with this position
as he wasn’t sure whether he (to
move) can reach a draw. What do
you think ?

Commentary

The black position looks critical,
as after capturing the Agd White has
passed pawns on the b- and f-file.
But Black’s bishop blocks the
square b6, while his king blocks f6.
To overcome the blockade White
has to bring his king to d5 or to g8
(via h6). Against careful defence
this is not possible as Black might
use his a-pawn to divert the white
bishop. If the a-pawn is exchanged
against one of the f-pawns positions
arise which were analysed in Speel-
man’s Analysing the Endgame.
Things could proceed like this:

5 .. a4

51  f4xgd4 a3

52  fe6 &f6
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Diagram 6.2
Black to move

The a-pawn is blocked. But White
can’t go on.

53 £b6
54 13 &f5
55 £bl1+ &f6
56 g3

56 Le2 La7 57 f3 a2 58 Lxa2
DfS 59 &f1 &xf4 and Black estab-
lishes a blockade. He shuffles his
bishop along the diagonal a7-gl and
waits. As soon as the white king
reaches d3 or c4, his king will go to
e5. If the white king goes to h3,
there will follow ..&f2 or ..&g5,
e.g. 60 Lg2 £b6 61 £d5 £c5 62
©h3 &g5 63 &g3 Ld6+ 64 2f2
£.c5+ 65 De2 &4,

56 .. &c5

57 3

The backward f-pawn remains
White’s biggest headache: If it stays
on {2, the king is tied to its defence.
If it advances to f3, it blocks the

king.
57 2b6
58 g4 £e3
59 5 &e5

60 fa2

Endgame Secrets 25

Neither 60 b6 £xb6 61 g5
£d8+ nor 60 £h5 &f6 yield White
anything.

60 16

61 f4 2£b6

62 £b1 &c5

63 &f3  [63]
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Diagram 6.3
Black to move

63 .. £b6

63...22?7 64 £xa2 &xf5 65 £bl+
and f4-f5 lead to positions analysed
by Speelman. White wins, e.g.
65... 216 66 f5 Le5 67 g4 Le3 68
&hs &f6 69 Lc2 &b6 70 Lh6
Le3+ 71 &h7 &f7 72 £b3+ &f6
73 Leb6 [6.4].
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- Diagram 6.4
Black to move
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Due to zugzwang Black must al-
low White to bring the king to e8
respective to advance of the f-pawn.

64 Ded £c5

65 &d5 £.e3[6.5]
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Diagram 6.5
White to move

_ White can’t get further, as he has
to take care of the Af4. Therefore
the starting position is drawn.

Endgame 7
A.Shirov-J.Piket
Madrid 1997
Earlier publication: Informant

69/338 (A.Shirov).
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Diagram 7.1
Black to move

Black must play move 40 to reach
the time control. What would you

play ?
Commentary

Once again the last move before
the time control turns out to be the
decisive mistake.

40 .. &el?

Throwing away the game.
40..8c5 is correct: 41 f3 (41 b4
Dxed 42 Dxa6 Dc3) 41..b4 with
an equal game (Shirov). The &c5
and the Ab4 build a blockade
against the white king. Though
White can continue to attack the
queenside, Black has enough coun-
terplay, e.g. 42 &f2 &g8 43 He3
Df7 44 &dS a5 45 b6 Le6 46
Acd ad. 47 bxad Dxad 48 Ld3
e5+ 49 &c2 £5[7.2].
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Diagram 7.2

White to move
41  Dxa6 Nxa2
42 11!

It becomes clear that the ©a2 is
trapped. To free this piece Black has

to give the b-pawn.
42 . Del



42..g8 43 Lel &f7 44 dd2
&e7 45 2c2 bd 46 2d3 (Shirov).

43  Qes Na2
4 Od3 g8
45 el &f7
46 d2 b4

47 Aes De7

Loses at once. 47...2\c3 48 &d3
De7 (48...@(11 49 13) 49 a6 Da2
50 &c4 (Shirov) would have only
deferred the end: 50..4c¢3 51 f3
Ne2 (51...@d1 52 &d3) 52 Dxb4
4 53 Dd5+.

48 a4 1-0
Black is defenceless against
c2-b2.

Endgame 8§

J.Piket-J.Lautier
Monaco rapid tournament 1996
Unpublished.
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Diagram 8.1
White to move

Analyse the game. Can Black de-
fend in a better way?
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46 D5+ a7 47 Dd3 b7 48 f4
g6 49 e5 Le7 50 D5+ a7 51 g5
£18 52 Ded b8 53 DNd6 Lc7 54
Bxf7 £g7 55 £d6 £d7 56 5
£18 57 £b6 Le7 58 Lxa6 L7 59
b5 cxb5 60 &xb5 ©b8 61 Hc6
£d8 62 Dcd 1-0

Commentary

Besides his space disadvantage
Black has to take care of the a6 and
c6 pawns. But he can scrape a draw.
Especially important are possible
pawn endings which arise after tak-
ing on c5.

46 NS+ a7

The transition to the pawn ending
now loses: 46...8xc5 47 &xc5 &c7
48 e5 £6 (48...g5 49 f3 and the white
king gets to b6 or d6) 49 exf6 gxf6
50 4 £d7 51 g5 fxg5 52 fxg5 5 53
g6 Leb 54 g7 A7 55 Lxcb e4 56
b5 €3 57 bxa6 e2 58 a7 el=¥ 59
g8=W+ dxg8 60 a8=W+ with a
won position according to Kent
Thompson’s endgame database.

47 &as &b7?

The losing move, as now the
kingside pawns will be fixed on the
light squares. 47...e5 draws, the idea
is to place the pawns on e5, f6 and
g5. The bishop, though it is then
nominally bad, can protect the
pawns, €. g. 48 Dc5 (48 4 exf4 49
e5 £c7 or 48 g5!7 &b7 49 Q5+
£.xc5 50 @xc5 &c7 51 f3 g6 are no
improvement) 48...g5 49 ©\d7 &b7
50 &f6 Le7 51 A7 £6 52 {c5+
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&a7 [8.2]. White can’t make any
progress.
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Diagram 8.2
White to move

48 f4 g6

Weakens the square f6, but this
doesn’t matter anymore:

I) 48...f6 49 Dc5+ Lxc5 50 Lxc5
&c7 51 g5 fxg5 (51..f5 52 exfsS
exf5 53 g6) 52 fxg5 €5 53 g6.

I) 48..&c7 49 e5 Le7 50 &S
£xc5 51 &xc5 6 52 exf6 gxf6 53
g5.

IIT) 48..%a7 49 &5 Le7 50 &5
g5 (50..818 51 g5 with the threat
52 g6, and after 51...g6 52 Ded we
reach the game) 51 fxg5 £xg5 52
Ded Le7 (52.. 8.4 53 d4 Lb8 54
&d6 £6 55 exf6 Lxd6 56 g5 wins)
53 &d6 £xd6 54 exd6 &b7 55 g5
Lc8 56 2d4 Ld8 57 Le5 wd7 58
f6 &xd6 59 Lxf7 e5 60 g6 [8.3]
and White promotes his pawn first.

Diagram 8.3
Black to move

IV) 48..c8 is somewhat more
complicated: 49 e5 £e7 50 Dc5

A) 50..g5 51 fxg5 fxg5 52
Dxa6 L4 53 D5 (53 Ld4 £d2)
53..8.xe5 54 a6 £b8 (54..Lb8 55
&d7+) 55 g5 (White wins as the
black pieces can’t guard the Aa6
and the kingside at the same time)
55..d8 (55..8a7 56 xe6,
55...e5 56 2d3 &d8 57 Led4 Le7
58 &f5 and &d3) 56 Dd3 Lc8 57
Lc5 D7 58 De5 [8.4], and the Af7
is lost.
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Diagram 8.4
Black to move

B) 50...8xc5 51 &xc5 &c7 52 £5
exf5 (52...g6 53 fxe6 fxe6 54 g5) 53



gxf5 &d7 (53...f6 54 €6, 53...g6 54
€6, 53..g5 54 &d4 &d7 55 ed
He7 56 &f3 f6 57 exfo+ &f7 58
g3 Exf6 59 Bed) 54 Hb6 g5 55
fxgb fxgb 56 Exa6 g5 57 &b7 gd
58 a6 g3 59 a7 g2 60 a8=W gl=W
61 Wc8+ [8.5] with a won queen
ending.
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Diagram 8.5
Black to move

49 €5 £e7
50 Des5+ a7
50...8xc5 51 &xc5 &7 52 g5.
51 g5 A18
52 QDed

Getting to d6 decides the issue.
52 <&b8
53  &Adé6 &c7

53...8xd6 54 exd6 &c8 55 &c5
&d7 56 &b6 Lxd6 57 Lxa6 BT
58 b5.

54 Oxf7 g7
55 Adeé &d7
56 L5 218

57 b6 fe7
58 Hxa6 &7

59 b5 cxbs
60 &xb5 <&b8
61 6 £d8
62 D4 1-0
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Endgame 9
R.Ekstroem-C.Lutz
Dresden zonal tournament 1998
Unpublished.
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Diagram 9.1
White to move

White wants to transform his extra
pawn into a win. He has two moves
available: exchanging queens with
41 Wxe6+ or centralizing the king
with 41 &f1, which allows an ex-
change on e3. Which move is
better?

Commentary

Immediately after the time control
White squanders the win.

I) 41 Wxe6+ leads to a win. After
41...%xe6 White has a plan consist-
ing of three steps:

1. The king gets to the queenside.

2. With a tempo manoeuvre he
forces ...b6-bS5.

3. After a3-a4 the passed pawn on
the b-file enables the white king to
enter the enemy camp.

A possible execution of this plan
could look like this: 42 &f1 Le7 43
De2 ©d7 44 ©d3 Sc6 45 Lc3 b5
46 &b3 (step one is done, step two
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is more complicated) 46..2d8 47
B\g7 Se7 48 O\S £d8 (48..818
loses more quickly: 49 a4+ &c6 50
b5+ &d7 51 De3 Le6 52 a5 bxas
53 a4 £b4 54 b6 Ld6 55 b7 7
56 &)xd5+) 49 h6! [9.2].
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Diagram 9.2
Black to move

This move is the beginning of a
fine tempo manoeuvre to drive back
the black king. After 49 a4+?! &c6
50 b5+ £d7 White has difficulties
creating a passed pawn. 49 f37! im-
mediately forces the black king to
return, but White shouldn’t waste
the reserve tempo f2-f3 that easily
as he can’t gain a tempo with the
knight alone. Furthermore the
squares e3 and g3 are weakened.
49..8e7 50 Dg8 £.d8 51 ¢3! (the
white king carries out a triangula-
tion) 51..&c6 (51..%ad4 52 b2,
and after 52...&b5 53 &b3 the king
is driven back, while 52..b5? 53
®a2 leads to a selfmate) 52 &c2
&d7 53 ©b3 Dc6 (53...Leb 54 Lad
and &b5) 54 La4 b5+ 55 b3 (step

two is completed) 55..&d7 56 a4
bxad+ 57 &xad Lc6 58 b5+ b7
59 &bd b6 (59..8b6 60 Hxf6
£xd4 61 Dxh7 is hopeless as well)
60 f3! [9.3]. Now this tempo comes
in handy. White’s king gets to c5,
with an easy win.
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Diagram 9.3
Black to move

II) However, in the game there
followed 41 &f1? Wxe3 42 fxe3 b5!
[9.4].
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Diagram 9.4
White to move



Since his knight got caught on the
edge White can no longer win: 43
De2 (43 g2 g6 44 g3 Lxg3
45 &xg3 f5 leads to the next note)
43...Lg6 44 Sf3 5. Here White re-
alized his misfortune:

A) 45 &g3 Lxg3 46 dxg3 hS
leads to a drawn pawn ending, in
spite of White’s extra pawn. White
even has to play accurately as Black
can create a distant passed pawn on
the g-file, e.g. 47 &f3 fxgd+ 48
hxg4 hxgd+!? (48...h4 is immedi-
ately drawn as neither king can be-
come active) 49 &xg4 Lf6 50 a4
(50 &f3 &f5 and ...g5-g4, ... &f5-e4
only troubles White) 50...bxa4 51
b5 a3 52 b6 a2 53 b7 al=W 54
b8=¥. Though Black has a sym-
bolic edge he can’t win as his king
is rather exposed, e.g. 54..Wd1+ 55
g3 Wgl+ 56 Lf3 gd+ 57 De2
Wg2+ 58 Lel.

B) 45 &e2 £c7 46 ©d3 £d6 47
Dc3 Lc7 48 b3 £d6 and White
has to return as 49 a4 bxad4+ 50
&xa4 f4 loses the knight.

C) 45 &g2 therefore followed in
the game, with a draw after
45..8.c7 46 &f3 £d6 47 g2 Lc7
48 &f3.

Endgame Secrets 31

Endgame 10
L.Yurtaev-G.Serper
USSR 1988

Earlier publications: Informant
47/812 (G.Serper), Winning End-
game Technique (A.Beliavsky and
A Mikhalchishin)
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Diagram 10.1
White to move

Analyse the game.

1 Ded4 £b6 2 5 gxfS 3 Hf6+
g7 4 Dxh5+ g6 5 D6 LgS 6
De8 2127 Dd6 g6 8 Lc6 £d4 9
Ded £c3 10 &d5 g5 11 Dd6
g6 12 Db5 £b2 13 Hd4 Sg5 14
g3 £.¢3 15 Df3 Lg6 16 £d6 Lbd+
17 ©d7 £.c3 18 Le7 Lg7 19 &d7
g6 20 e6 fxe6 21 Lxe6 L6 22
eS+ Lxes 23 Sxe5 g5 24 hd+
@gd 25 h5 1-0

Commentary

Both Serper and Beliavsky/
Mikhalchishin consider position
10.1 as winning for White. Besides
the extra pawn White’s centralized
king carries weight. Furthermore a
knight is stronger than a bishop if



32 Endgame Secrets

all pawns are on one wing. Never-
theless I have doubts about the cor-
rect assessment of the position.

1 Ded 2b6

1..2g7 2 &d6 £b6 3 Le7 Le3 4
&d6 with a win according to Ser-
per. After the exchange of the f-
pawns the passed e-pawn will de-
cide the issue.

2 5 gxf5

Black shouldn’t allow f5-f6 and
e5-¢6. But now the h-pawn is lost.

3 6+ g7
4 Axh5+ g6
5 D6 g5
6 De8 an
7 A\d6 g6
8 L6

At a suitable moment White has
to swap off a pair of pawns with
e5-e6 to win the remaining f-pawn.
Beliavsky/Mikhalchishin give 8 e6
fxe6 9 Sxe6 f4 10 Le5 £g3 11
A5 £h2 12 §Hh4 h5 13 Df3 g3
14 &f5S together with ©d4-e2xf3 as
a win. But Serper recommends
10..8e3 11 &f5 g5 12 Led Lcl
13 &d4 &h4 [10.2].
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Diagram 10.2
White to move

Black draws, e.g. 14 @De2 £d2 15
Dxf4 g3 or 14 &3 Sgs.

8 £d4

9 Ncd 2c3
10 &ds5 g5
11 5dé g6
12 Ab5 £&h2
13 OHdd g5
4 g

By putting his pawn on a dark

square, White prevents ...f5-f4.
14 . £c3
15  &f3+ g6
16 <&d6 L£b4a+
17  &d7 £c3
18 &e7 g7
19 &d7 g6
20 e6 fxe6

21  dxe6[10.3]
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Diagram 10.3
Black to move

21 £16?

The decisive error. According to
Serper White wins after 21...£2a5 22
He5+ Lg5 23 hd+. But I do not
agree after 23..&h5 24 &xf5 Lc7.
Black simply keeps his bishop on ¢7
or b8. 22 Dhd+ Lg5 23 Dxf5 Lel
24 g4 £c3 25 &d5 &f4 26 ed
2f6 (Serper) is also a draw as the
black king can’t be driven back.



22 Qes+ L.xe5
23 DxeS g5
24 h4+ g4
25 hS 1-0
Endgame 11

C.Lutz-G.Ginsburg
Germany 1998
Unpublished.
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Diagram 11.1
White to move

Analyse the game.

47 h5 £d2 48 g3 gxh5 49 Hif6+
Dg7 50 Le2 Lcl 51 Hxh5+ g6
52 g4 £b2 53 &f3 L¢3 54 Led h6
55 &d5 f5 56 exf6 Sf7 57 Dg3
£xf6 58 D5 g6 59 Le6 Lb2 60
DeT+ g7 61 15 L¢3 62 Dd5 £b2
63 Df4 £c3 64 DHh5+ g8 65 f6
£b4 66 f7+ &h7 1-0

Commentary

Some time ago I studied end-
games of the type “@ v ", In Win-
ning Endgame Technique 1 came
across two chapters of interest. One
of them deals with the configuration
“@) + al + cA v &7, the other with
the type “@ + 44 v & + 34 on one
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wing”. 1 was rather surprised when
only one day (!) after my studies I
reached the present position in a
tournament game. Unfortunately my
freshly acquired knowledge didn’t
prevent me from committing
mistakes.

In comparison to position 10.1,
White’s king is less well placed. In
addition, the position of the h-pawns
is different.

47 hS5

To have any winning chances at
all, White has to prevent ...h7-hS5.

D) I quickly dismissed 47 e2 as
the Ah4 is fixed on a dark square.
Contrary to endgame 10, White
can’t force through either g2-g4 or
fa-f5, e.g. 47...h5 48 Df6+ g7 49
De4 £a5 50 2d3 Lel 51 g3 f8
52 &cd4 He7 53 &d5 &d7 and
White can’t go on (54 f5 gxf5 55
6+ Le7 56 DxhS f4).

I) 47 Df6+ g7 48 g4 isn’t suc-
cessful either, since after 48..8.¢e7
49 g5 £a3 (not 49...h6? 50 gxh6+
&xh6 50 Dg8+) Black manages to
exchange pawns with ..h7-h6.
Black no longer has any problems:
50 &e2 h6 51 £d3 hxgS 52 hxg5
18, 50 Dgd £cl or 50 De8+ Sf8
51 &c7 Lcl 52 Dd5 Lg7.

47 . £4d2?

Black goes for a trap which, how-
ever, White avoids. As a conse-
quence, Black loses an essential
tempo.

I) If Black stays passive, White
pushes his pawn to h6, cramping
Black to the utmost, e.g. 47..2c3
48 h6 £b4 49 Hfe+ &h8 50 g4
£18 51 g5 Le7 52 &d5 £d8 53
Le2 Sg8 54 2d3 2B 55 L4 Lel
[11.2]
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Diagram 11.2
White to move

56 Dfe+ £xf6 57 gxf6 &d8 58
Dc5 2d7 59 Ld5 2d8 60 2d6
e8 61 Sc7 28 62 2d7 Lg8 63
De7.

IT) But there is a way to reach the
draw, namely 47..gxh5 48 &f6+
g7 49 Dxh5+ g6 50 g4 (50 Df6
£d2 51 g3 h5 52 &e2 Ll 53 i3
£.d2 is ineffective as Black has too
much space) 50..f5! (the freeing
move) 51 exf6 (With his king still
on fl White has no other choice)
51...h6. Black draws in spite of two
minus pawns. He simply keeps his
bishop along the diagonal al-h§,
e.g. 52 fe2 £c3 53 d3 £b2 54
Ded L¢3 55 2d5 7 [11.3].
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Diagram 11.3
White to move

This position occurs in the game
as well. White has different tries:

A) 56 5 £b2 doesn’t help at all.

B) 56 ed g6 57 £71? Lxf7 58
&f5. If the white king gets to f7 or
g6, the game is won. But his black
counterpart can’t be driven away.
The bishop pressurizes the &4, e.g.
58...82d2 59 &g3 Le3 60 Ded Lcl
61 Dd6+ e7 62 Dcd Lf7 63
De5+ g7 64 Dd3 £.d2 65 eb (if
White had time for f4-f5, Qes,
f5-f6+ he would win) 65...h5! 66 g5
(66 gxh5 &£h6 67 f5 g5 is imme-
diately drawn as the f-pawn won’t
cross the square f6) 66...h4 67 2fS
h3 68 Df2 h2 69 Lg4 Le3 70 Dhl
£.c1 and White is unable to win the
black pawn without giving up his
own.

C) 56 ©g3!? (exploiting the fact
that the black king can’t take on 6
due to Ded4+) 56..8£d2 (the sim-
plest, though 56...8.xf6 is a draw as
we will see later) 57 &e5 (57 f5
£c3 58 Ded £b2 and it doesn’t
help that the knight has reached e4)
57..8c3+ 58 2f5 Lxf6 59 Ded
£b2 60 Dd6+ Le7 61 &cd Lcl 62
De5 £d2 63 Hd3 &f7 and once
again there is no possible progress.
Position 11.3 is Black’s main defen-
sive position, we will encounter it
time and again.

48 g3 gxh5

Now it is too late for this move.
But I don’t see a defence anymore.
Interesting is 48...£5 [11.4]:



Diagram 11.4
White to move

Black prevents h5-h6, but this is
still not enough.

I) 49 exf6? (spoils the position)
49... 217 50 hxg6+ (after 50 h6 £.c3
51 &e2 &xf6 52 Dxf6 &xf6 the
pawn ending is drawn, e.g. 53 &f3
DfS 54 gd+ D6 55 Led Deb 56
&da f6 57 ©d5 2f7 58 Ld6 2f6
59 &d7 &f7 60 g5 &8 61 Leb
g8 62 Le7 Lh8) 50..&xg6 51
De2 (51 D2 b4 52 Hed Sf5 53
g5 h6 doesn’t save the Af6 either)
51...8a5 52 &f3 hS. Black wins th